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OSE EARLY BIT 



BOOT SECTOR 

Another fine free game from us to you! 
winter sports time again. 
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BINARY EMOTIONS 

Here's a special feature all about a new and 
rather special software house. 
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SUPER STREETFICHTER 2 TURBO 

A bit of a mouthful but it should be even 
more challenging to play. 



PREVIEWS 




LEADING LAP 

Polygons galore in this high speed multi 
track mayhem! 
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TINY TROOPS 

Wee chaps blast the hell out of each other 
as they chase round flower pots! 



REVIEWS 
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DUNGEON MASTER 2 

Is this the finest game that you'll ever see 
or what? 

CITADEL 

Yet another Doom style game, except this 
time it'll run on your A500. Impressive! 



PINBALL MANIA 

It's another pinball game from a company 
that have brought you several before! 
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TIMEKEEPERS 

The final part of this outstanding guide 
from our man Rich. 
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DANGEROUS STREETS 

All the moves you need from last months 
cover disc game. 






3 LEGEND 



For many Ayrton 5enna was the great- 
est racing driver that ever lived. He 
certainly was a man whose love and 
understanding of the art of Grand Prix rac- 
ing wos unequaled. 

For those wishing to remember the 
genius that was Senno, Oxford 
International Publications have produced 
this fine tribute. 



From his very first victorious karting 
race back in 1973 to his domination of 
Formula Ford 2000 and Formula 3 during 
the early 80s through to his three Grand 
Prix World Championships this book pro- 
vides a unique photographic record of his 
career. Featuring over 140 giant colour 
photographs this limited edition book is 
available for just £20. 





Senna - Portrait of a Racing Legend 
brings you a unique stunning photo- 
graphic record of Senna's life. 
Reproduced on the finest quality art 
paper Senna - Portrait of a Racing 
Legend is brought to you in a dramatic 
1 2 inch square format. Available only 
in strictly limited, individually num- 
bered, edition. 



ORDER BY CREDIT CARD ON; 

0865 202770 



Mm 



BY CHEQUE OR CREDIT CARD FROM: 

Oxford International Publications Ltd, 
16-17 Hollybush Row, Oxford, OX1 1 JH 



SENNA 
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I would like lo order 
Senno - Portrait of a 
Racing Legend 

Nome , 

Addrew 



Credit card number; 



□ United Kingdom (£20) 

J Europe (£25) 

-1 Rest of the world (£30) 



.Post Code. 



□□□□ □□□□ □□□□ □□□□ 
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MICRO VALUE FLAIR 



Here we are again with 
yet another amazing 
complete game just for 
you, readers of The One 
Amiga. We are continuing on 
our quest to bring you full 
and total complete games. 
Where else do you get such 
brilliant games on the front 
of a magazine? Well this 
month you will find that you 
have Winter Supersports and 
It's a real corker. We thought 
that as the days were getting 
shorter and the weather was 
getting colder we 
would give 



m 



you a little taster of the 
sports that will soon be all 
the rage again. We've got 
everything from skldoo rac- 
ing to downhill skiing, slalom 
to speed skating and ball 
Jumping to bob sleighing! 
Not bad for a coverdlsk ey? 
Well this is quite an old game 
but you will find that It really 
isn't all that bad. Infact we 
found ourselves spending 
quite a lot of time trying to 
thrash each other as we shot 
down snowy slopes at break 
neck speed. Yes this is a seri- 
ous multl player game so you 
can race all your mates times 
as you try to make your 
way to the 



WILL 




champion 
spot. You can Infact 
have up to six players all bat- 
tling it out against each 
other! This can make for 
some serious fun and you will 
find that you don't get too 
board when you aren't racing 
because none of the events 
take to long, unless of course 
you're really bad, 
which as readers of t— 
The One were sure . 
you're not! 
As with the last few 
games that we have 
given you, you'll find 
that there is a copy 
protection system so 
that's somehting for 
you to sort out, we 
have however been 
kind enough to 
reprint the whole 
manual (well the eng- 
Hsh version anyway!) 



and 



with the help 
of this you'll soon find 
yourself zooming through a 
whole series of winter sports 
In all sorts of world wide loca- 
tions. (I didn't know that you 
could ski In Chad? ed) Some of 
them a lot hotter than others. 
Whether where you are makes 
any difference or not Is anoth- 
er story all together. However 
you will not be dlsapolnted for 
this really Is a great game and 
it's totally yours! 



COVER DISK 



PLEASE NOTE: We were only able to reprint the English version of the manual (we 
couldn't reprint the whole thing, well what do you expect for free?) so if when you 
reach the copy protection screen it asks for a page you do not have simply type 
anything and then you will get a further two attempts at putting in the correct 
word. In the very unlikely circumstance that none of the pages asked for appear 
in the reprinted manual please reload the disk from step one. 
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WINTER SUPERSPORTS 

MINIMUM REQUIREMENTS 

AMIGA: OS Meg al Memory .Joystick 

ST: Roquires a joystck. single sided drive. 512K. 



PC. 640K ol memory, EGA OR VGA Card. DOS 2 0 Upwards. 

Preferred requirements' Hard Disk. Adiib or Sound Blaster Sound Card 
8 MHZ Upwards. 

11 you' machine has extended memory and you experience loading 
problems, reconfigure your machine to the standard 640k. 

LOADING 

AMIGA and ST ■ Insert Dish into Iho Drive and switch on the Machine. 
CBM64(Disk)- Insen Diskt Side A and Type Load~*,8.1 . press return 
CBM64(Tape) ■- Insert tape. Press (SHIFT) HUNfSTOP 

PC * Running from floppy disk 

Insert Disk I mlo drive A and Type WINTER, press ENTER. 
See set up options. 

PC ■ Using Hard Disk install Program as Follows Boot machine as normal 

1 . Create a Directory on your Hard Disk. (For example MD WINTER ani 
press Enter.) 

2. Type CD WINTER and press Enter. 

3. Insert Disk i into drive A. 

I Type copy A V press Enter. 
5. Repeat steps 4 and 5 until all files have baen copiod lo 
your Hard Drive 

To Load the program, type WINTER and press Enter 
See set-up options 
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SET UP OPTIONS 

PC:- Seled I'Om me Menu using tne arrow keys, p'ess"; the Space Bar 

to confirm your selection 

Video Mode ■ EGA ■ VGA DSptay 

Sound Card - No Sound - PC Beeper - Atfib SoundBlaster 
Controls - Keyboard ■ Digital Joystick Analog Joystick 
Gome Mode Challenge - Competition 



CONTROLS 

PC:- KEYBOARD or JOYSTICK (in two playe- mode, one playe' uses tne 
Keyooard and tne ome' tne JoyStck ) 

UP ARROW KEV UP 
DOWN ARROW KEY -DOWN 
LEFT ARROW KEY -LEFT 
RIGHT ARROW KEY RIGHT 
SPACE BAR - STARTJUMP 

Ft ■ PAUSE 
F2 • UNPAUSE 

ST & AMIGA- 
ONE OR TWO JOYSTICK 

CBM64> 

ONE OR TWO JOYSTICK 

OFF DISK COPY PRO TECTION 

When you enter the game you will be asked to type in a WORD hom Bus 
manual as the password The word required is lound ton us - 

PAGE NUMBER UNE NUMBER and NUMBER OF WORDS ALONG A LINE 
IMPORTANT When tinding me line include a" Mies and headings as 
lines 

FOP. EXAMPLE on this page the 5lh word on Una 4 * DiSPl AY 




GAME MODES 

At the start at the game the player fa asked to select one ol two game 
•-odes. COMPETITION or CHALLENGE 

COMPETITION 

Th>5 allows up lo fl players to play one or more events selected from the 
main screen. The chosen even!(s> can be played and replayed as many timi 
as desired lo either learn or become an e*po<l In selected events In 
Competition mode players can compete agamst one another or agamst tho 
computer. 

At me nnd of each even), the payer{s) will De asked i< they wish to p ay 
me event again or progress to me ne«l event It tne event is repeated the 
score lor tne previous play of mat event is reset to zero and the counter 
bog"<5 again If the piayer(s) does not wish to replay the event the score 
is added to tne TOTAL scoreOoonJ 

At the end of all selected events the wnner is trwi piayor with the highest 
total score for ail the events played 

CHALLENGE 

This is a ONE player challenge m a lead to head claV agamst the 
computer All 8 events are played \" order and tne arm is to gain as many 
pomts as oossOle. 

Each event has a points level which you must eiceed m order lo progress 
to the next event H you tW to ach-eve the 'PAR' value score tar an event 
then the challenge fails and you must recommence the challenge or return 
to the CompeliLon mode for more practice l 

PLAYER NAMES AND EVENT SELECTION 

Having selected Compehton or Challenge you wil> be presented with the 
opening screen with programming credits press FIRE or SPACE to 

continue. 

Enter me number of players- t to 6 
Enter playe name/names 

COUNTRY SELECTION 

To select the nation you would l«e to compete tor. move the cursor to the 
position of your country on the World map and when appropriate press the 
Fire Button io confirm your selection 

When all the players have made the-r selections press Y or N to continue 
or re-select 
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EVENT SELECTION 

The screen shows Icons ol tne 8 different events available 
!■- Challenge mode al! events are automatically selected 



In Competition mode to compete in a], tho events simt>y move the cu'sor 
to tne EVENT SELECTION l»rkt at tne top of the screen and press RRE or 
SPACE BAR. 

1 o select specific events rn Competition mode move me cursor over the 
Icon (or each event that is NOT required and press FIRE or SPACE BAR 
Those events will now De de-selected from tne compel. t on To confirm 
you' selection move cursor to the EVENT SELECTION Mi and press RRE or 
SPACE 

THE EVENTS 
DOWNHILL SKIING 

Downhill Skiing is a sport which everybody should try at least once <fi a 
li'otime The thnll of aiding down an aipyie slope over white virg n snow 
or down a wen trodden course (known as a Piste) wim the crystal clear 
cold air against your face >s one of the mast exhilarating experiences of 

all time. 

The competitive Downhill S**r is very different to me average fun skier 
This is one of the most competitive sports of all. where the chocs of 
skis, boots bindings, and even the wax applied lo the skis are a' critical 
if maximum performance is to De achieved Then are to- example 
numerous different gualites of snow which require variable wan 
applicalcns to gam the maximum speed advantage 
As in all sports today tho skiers need to be both My dovetopod amietes 
and good all rounders Agility ol movement being as important as the 
equipment that me skier uses, as he weaves down tne course at speea 
Tho aim of the game is lo ginde the skierts) down the course between me 
flags, taking the sholest route To attain the quickest possible l<me 
CONTROLS 

PC Use tho ARROW keys. Left a"d Rignt to weave tne skier left and nght 

ST & AMIGA - Joystick Left and Right to move me skier Left and Rigm 
Up - Slow Down 
Down ■ Incease Speed 
Fire Button - Start Run I Jump / Restart after Crash 
CBM64 - Joystick. Left and Right to guide skier 

Fire Button ■ Slat Run /jump I Restart after Crash 
Up • Slow Down Down - increase Speed 



BALE JUMPING . 

Bale Jumping 15 one of the new sports that has developed out o' 
competitive speed skating It started as a fun activity on froze" takes like 
many other Winter Sports and 0 a subOe combination 0' spnnt hurdles 
and barrel jumping 

Tne a»m of the soon is to spnnt along the track either indoors or outside 
jumping straw batts tnat are strategically p'aeoc in me lanes at regular 
intervals A high degree 0' concentration and physical fitness >s needed to 
conquer this demanding sport 

C.QNIBGLS 

PC • Press the Right and Lett keys in a gentle rnymm to attain the 

mai imum skating speed To jump the bale press Fire 
ST I AMIGA CBMW - Joystck Right and Left in a gentle Rhythm 
Fire Button - Jump 

THE BOBSLED 

Modern Bob and Luge tracks are constructed to the highest technical 
standards possible m often hostile and difficult locations Events are 
scheduled .n a regular calenoar and organisers cannot therefore rely on 
weatner bD-ng perfect on the days of competition To compensate tor 

unpTKlehMl condilons mo runs are now refrigerated and thus the very 
best runs can be achieved m even me least favourable of conotong 

The Boos themselves are very sophisticated. With high tech steering 
mechanisms titanium running apparatus, aerodynamic fibre glass bodies 

resulting in f OOtns ol a second margins ol difference between sleds 

As well as being hgntwexafli the bobs have fo be constructed from the 
strongest of malenals >n order to withstand me great G forces that are 

nflcled as a Bob nurtles *nto comers at speeds of ove' 80 miles per nour 

Tne atnlotc Qualities ol me crew are one of the greatest assets for the 
team A good starting push sequence for example can make all the 
difference when t st and iOm positions are just fractions of a second 
apart Once down the i»sl straflht me drrver must sloe- to' me best line 
through evory comet lo me achieve me fastest possible time m an event 
where the sightast misjudgements determine the meoal winners 
Conical!:- 

PC :- Use me Left and Right Arrow Keys to control the Bob using me 
Space Bar as the brake to Slow yau down through some ol tne more hairy 
corners Of the run. 

ST . AMIGA a CBM64 :- Joystick . Left and flignt to steer and Pull sW* 
Down to activate the brake 
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GIANT SLALOM 

Giant Slalom Skunj takes place on a similar but shorter course than the 
Downhill compraing a long sene* of tight turns defined by strategical-, 
placed flags 

The skiers need me maximum of agility and concentration to tackle this 
strength sapping sport as they weave m and out of gates descemtng the 
steep aipme course in their race against the clock 
CONTROLS 

PC - Use the Arrow keys 10 control me skier Left and Rignt 
ST & AMIGA .- Joystick. Left and Right controls the Skier 

Fire Button - To Start event l Restat after a C'asH 
CBM54 - Joystck. Left and Right control* the Skie* 

Fire Button • To Start event I Restart arte* a Crash 
UP - To Stow Down Down - To increase Speed 

LUCE 

T he luge event was brought into me Otympcs hi 1 96J for |he lir»i time 
and has become a favourite wilh bom corroemors and spectators alike 
Racing is based on a small fiat sled just wide enn , u, hold a persons 
OOdy. Two narrow runners wh<m are controlled by the competitors lee! 10' 
steermg and a daunting Bod S>ed track. 

Luge racing s a sport try only the bravest of com pe Mors as the only 
protecton you have as you -ie on your back >s a crash h&met and a thin 
outfit, which in the even: of a oath at 70 Kpn offer irffle protection 
Trie control ol me Luge ■* similar 10 the Bob e»cept the luge has no Dra-e 
ana j> more diffcull 10 control when cornering It is considerably lighter 
than a Gob and is similarly affected by gravitation forces and pull! 
CONTROLS 

PC - To steer me Luge use tha Lo't and Rgnt Arrow Key* 

ST AMIGA CBM64 - Joystick Left and Right To control the Luge 

SPEED SKATING 

Speed skating is an event which goes back to Lhe early ages ol time 
The sport developed 'rom skating on frozen lakes in Scandinavia to oecome 
a fiercely competitive Winter sport The Dutch tor example are known to 
De one of the Worlds greatest skating nations and hold regular National 
raong competitors akiivj the* network of canals and inland waterways 
Todays competition is centred on shaignt or oval tracks, divided into 
ianBS lo enable me skalers to follow the correct line The skates are 
based upon precisian mode steel blades wife sharp edges enabfcng a 
responsive relationship between the athlete and the ce 
The skating technique has varied over me yea's of competltjoi and from 
base forms, new derivatives 0' the sport such as short track and ba e 
lumping have evolved 



CONTROLS 

PC - Using the Left and Right Arrow keys m a constant rhythm builds up 
the skaters speed The important thmg to remember when doing this is to 
keep a gentle rhythm and not go lor a" out hitting of the keys 
5T AMIGA CBM64 ■ Joystck. Lett and Rght in a constant rhythm 

P.B.0 SKJ CHALlfNGjl 

This is a new sport on the International scene, not an Olympic event at the 
present time but likely to be added 10 the ski-ng events in the future The 
sport is very popular in the States and has become a great television 
favourite due 10 iTs exciting head Id need competition. 
Tne sport takes place on a &atom type course with two or three jumping 
'amps, but with a Smiled number of gates. The action starts from two 
starting stations and the start -3 regulated by the three coloured traffic 
ighl system When the lights tum green the competitors burst through the 
electronic start gate and the challenge starts as they battle their way 
down through the gales and over me jumps n a head to head competition. 
It is the visual excitement of seemg two skiers challenging one another 
mat makes this new sport so addictive to me spectators. 
CONTROLS 

PC - The control is the same as the Downhill event. 
Arrow keys Left I Rght and Up I Down 
Fire - To jump, to Start and Restart after a Crash 
ST AMIGA & CBM64 - Joystick Left and Rghl to go through me gates. 

Up ' Down to speed up or stow down 

Fin* . To jump, Stan and Restart after a Crash 

SjmQO_RACJNG 

Skidoo Raong u a terrific new competitive spon pract'Sed >n North 
America and Europe The game originates from me days of dog sled racing 
and whilst dog rae«g remains a popular sport wo'kJwtde. times have 
changed and (he S'dao 1 Snow Mobile has widely replaceo the dog as a 
means of transport In ihe snowy Arete wastelands 
SkitJocs are powered Dy engines which can vary in size from 20 Dec to 
* 100cc The larger engines machines used lor raong can reach speeds q| 
up to 70 MPM Raong usually takes place on 'rozon lakes where straw 
bales and car tyres are used to mark the course. The course is very s«niiai 
n desgn to a Motor Autocross orcurt. with long sweeping bends arvj Fghf 
corners to test man and machine to me urtimale. 
■-.3NTRQI . S 

PC - Arrow keys, Lett and R«ghi to steer m« Skidoo. 

To acce'erate the Skidoo hold down me Space Ba"Rre Burton 
ST AMIGA C8M64 !» JoysttoV Left and Right to steer 

Keen me Fire button depressed to accelerate 
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So what's th 
about, and how do you 
play it. Well It s all dead 
easy to come to terms with 
even if some of the events do 
offer a real challenge! Firstly 
you will find that there are 
two modes of play, competi- 
tion and challenge. The chal- 
lenge mode Is one player and 
you have to have a crack at all 
the events that there are, 
eight to be exact. You won't 
necessarily finish this game as 
you have to get a certain 
number of points 
In order to 
get on to 



that easy especially where the 
skiing stages are concerned. 
The other mode Is the compe- 
tition mode and this Is the 
mode that you can have up to 
six players taking part. You 
get a main screen to select 
the events that you and your 
friends want to take part In. 
Again you have the full choice 
of eight. When you play In 
this 



your names In, hey! Exciting 
or what! Another of the choic- 
es you have to make at this 
early stage of the game Is 
which country you want to 
compete In! I don't actually 
think that this makes any dif 
ference at all but then again 
maybe I'm wrong. 
The events are downhill skiing 
which is actually a great deal 
harder than you would Initial 
ly give It credit for, Bale 
jumping which Is skat- 
Inq with obsta- 
les (hay 
bales 
fun 




nlly enough). Bobsled which is 
dead fast and all to easy to 
wipe out. Giant Slalom which 
Is yet another skiing event 
and is so hard that we found 



ourselves really struggling to 
keep up with the competitors, 
speed skating which requires 
some real skill, pro ski chal 
lenge which Is a head to head 
sport Involving slalom type 
gates and jumps and skidoo 
racing that Is actually pretty 
hard to. Well, as If you 
haven't guessed It by now 
this game really presents a 
serious challenge to all of you 
There's a fair chance that 
you'll be able to complete all 
of the events but trying to 
actually do 
well 





hard and It'll take you quite a 
while to get a decent score. 
We actually have just been to 
visit our favourite computer 
games store and we saw a 
copy of this game for sale, 
well actually we saw several 
copies of this game for sale 
and they were about twenty 
six pounds with a lowest price 
guarantee. Do you realise 
what that means? Yes you are 
getting a copy of a twenty-six 
pound game on the cover of a 
magazine that costs a fraction 
of the price. Not only do you 
get a serious game but you 
also get a whole magazine 
dedicated to your favourite 
computer, The Amiga. Now If 
that's not value for mone 
then I don't what Is? Rig 
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find that pulling back on the 
joy pad will slow you down. 
One hint Is to took at the map 
on the right hand side of the 
screen and you can see exactly 
where you are on the course 
and start to turn when you 
see yourself nearing a corner. 
I managed to reach the bol 
torn several times using this 
method whereas by simply 
looking at the main screen I 
had a great deal of difficulty 
and wiped out at high speed 
several times! 

Clant Slalom takes place on a 
shorter course than the down- 
hill and you will find that as 
with most slalom events you 
will have some trouble due to 
sharp turns. The Luge is a very 
similar event to the bobsled 
and It's pretty good apart 
from the fact that it's totally 
suicidal, hey lets all throw 
ourselves down a high speed 
ice course on a tea tray! The 
pro ski challenge Is similar to 
the other skiing events but 
for the fact that you are start- 
ed by a series of lights and 
you race on the same course 
at the same time as another 
skier, also there are Jumps. 
The final event Is Skidoo > 
racing round a strange A 
course, The Fire button is jj 
the accelerator and then / \ 
it's just left and right. I 
However some of those I 



ass 



o ■ 



corners are a tad sharp so 
watch out! 

You've read all about It, now 
you can get on with the 
game! Cood luck, I'm sure 
you'll need It! 
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Who Are Binary 
Emotions? Read 
on to find out all 
about this up and 
coming software 
house who have 
lots in store for 
us Amiga owners! 



We spoke to some of 
the guys at Binary 
Emotions and they 
had loads to say. So in this 
special feature we let them 
tell us all, what It's like to 
develop great games, be a 
new company and how they 
got there. Read on! 

HOW TO DEVELOP 
GAMES IN THE 
INDUSTRY 

The first vital Ingredients you 
need In starting a game is ini- 
tial game design and a full 
development team I.e. a pro- 
grammer, a graphics artist, a 
musician and designer. You 
could possibly get by without 



a musician and designer, but 
without them the game will 
appear rushed and severely 
lacking in these areas. To have 
a successful game It needs to 
be In the category at least one 
of the following: 

(1) Original concept. 

(2) Improving or altering a 
currently available genre. 

(3) Strong graphical and musi- 
cal attributes. 

(4) Bringing a previously 
unavailable game style to the 
format. 

If you can mix these Ingre- 
dients - a rarity, then the 
game becomes a stronger 6 
more attractive game. This 
not only helps when 
approaching a publisher but 
also will give you stronger 
sales In the long run. 

Unity within the develop- 
ment team is vital and with- 
out It, your game will never 
be released. This I feel strong- 
ly about because it would be 
easy for any development 
team to spilt up over a dis- 
agreement. The only way to 
prove that your development 
team has this characteristic Is 



simply to work with people 
for at least a year and see how 
things progress. As a team 
your going to have different 
views and different tasks, 
some harder than others. 
Making people feel rewarded, 
respected and paid fairly can 
only be learned through expe- 
rience. 

BE WISE! 

Lastly be aware of Individuals, 
agents people you've never 
heard of contacting you. 
There's a 90% chance you're 
going to be conned and never 
see any money, advances, roy- 
alties etc. when your game Is 
both In development and 
released (I'm not foklng, I 
have recently been Informed 
that a game that has just 
been released on the Amiga 
and has had no development 
cost or royalties paid out). So 
make sure you have money up 
front (the week you sign con- 
tracts) and contractual agree- 
ments pointing out clearly 
royalty rates or other means 
of payment. If they are not 
prepared to give money up 



front and clearly state the 
money/royalty situation once 
the game fs released, forget 
the contract, you will make 
more money telling the game 
to another publisher or even 
doing It yourself through mall 
order etc. It doesn't matter 
how big or popular a publish- 
er Is, if there worth their salt 
they will discuss advance and 
final payments as normal pro- 
cedure. 

WHO WE ARE, 
WHAT WE DO, 
HOW OLD AR% 

WE. 

Binary Emotions consists (at 
present) of three directors 
(Cllve Mlnnlcan (22) • Coding 
Director, Ian Jolly (24) - 
Graphics / Music Director, and 
Andrew folly (21) Design 
Director / Team Manager) and 
three employee's (Phil Boag- 
Butcher (22) Disk 
Protection/Musician/ Addition 
al Bug Fixing, Ian Ford (18) - 
Musician, John Snelson (15) - 
Programmer). 

WHAT WE DID 
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BEFORE. 

Give, Phill & Andy completed 
their computer science cours- 
es at Salisbury college, Ian 
lolly worked In the Electronics 
Industry, Ian Ford is studying 
computer science and John 
Snelson Is completing his 
exam year at school. 

HARD TIMES* 

Signing up Speris was not as 
easy as we first thought. We 
first went to Daze Marketing 
as they offered twice as much 
royalties compared to the 
average publisher. Daze mar- 
keting eventually looked at 
Speris (We had to send it 
twice because It had got 
mixed up in the returns 
postage and they couldn't be 
bothered to fish It out, oh 
dear) and their reply was that 
they were only interested in 
strategy games on the P.C 
(they officially dumped the 
Amiga a month ago). Anyway, 
after their last publicity stunt 
In most Amiga Mags (almost 
naked!), we're glad we didn't 
sign up Speris Legacy with 
them. 

Next was Kompart. They 
suggested we should go to an 
educational publisher. I 
(Andy) was most disgraced 
with their unproductive com- 
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ment. Anyway Binary 
Emotion's next port of call 
was an educational publisher 
called Team 17 (thanks 
Kompart). I phoned Team 17 
and asked for Martyn Brown, 
he was In America at time and 
was due back at Team 17 the 
following day. The next day. 
about 9am some day In 



February 1995, I was awoken 
by the phone. Surprise, sur- 
prise it was Martyn Brown. I 
tried to explain what Speris 
Legacy was all about, whilst 
half asleep, 

A Speris Legacy demo was 
uploaded to Team 17 shortly 
after the previous phone call 
and within the next hour 




Speris Legacy was signed up 
by Team 1 7. 

GAME IDEAS. 

There were many game ideas 
before Speris Legacy. They 
consisted of a one/two player 
penguin assault course game 
(similar to Combat School • an 
old 8 bit game), Pilot of Furry 
(yes furry), and Gaze of 
Malice - a massive platform 
arcade adventure game . 

FUTURE RELEASES 
FOR THE AMIGA. 

We are still committed to sup- 
plying the Amiga with quality 
games. If we have to sell our 
products through mall order, 
we will! Binary Emotions 
already have four future 
releases, Mlnskies Fur Balls 
(similar to Klrby's Avalanche), 
Nemesis Syndrome (Command 
6 Conquer eat your heart out. 
More stats, more game, less 
Irritating bits), a Doom per- 
spective racing Kart game, 
and wait for it! Speris Legacy 
II. 
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Plop, poo. wee and generally 
not worth the plastic for the 
disks. And arse. 



Why do companies Insist on 
releasing stuff that scores this 
low. Shoot 'em, that's what I 
say! 



Not bad, but then not that 
good either. How about the 
old cliche, 'average'? 
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Now this is more like It, 
plenty for your cash here, but 
those of lesser means might 
looks to... 



...something of this standard. 
Really very good Indeed, 
although still flawed enough 
to not score above... 



...90%. The ultimate accolade. 
Any game scoring this high Is 
well deserving of your cash. 
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What's all this 
then? Another 
driving game for 
you and your 
Amiga? Yes it cer- 
tainly is, but how 
does it hold up 
against the rest? 



This seems to be the time 
of year for driving 
games. We've only just 
seen that rendered master- 
piece Wheelspin and here we 
are again In the enviable posi- 
tion of Previewing yet anoth- 
er driving game. I am sitting 
here having |ust spent a seri- 
ously large part of the day 
playing Leading Lap 
with several of my 
colleagues. 
When we first 
saw It on the 
screen we 
were 
instantly 
impressed, 
here was 



yet another strange approach 
(graphically at least) To dri- 
ving games. Wheelspin was 
quite incredible mainly due to 
its rendered graphics. It did 
however have several short- 
comings. Remember though 
this si only a review and 
Kellion the developers are 
already after our feed back so 
that can do any changes that 
would Improve the game. 
Bearing that In mind I'll con- 
tinue . After our Initial joy at 
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seeing this game, something 
we've been looking forward 
to for quite some time, we 
started to feel rather let 
down. I have to be honest, 
after a couple of unsuccessful 



laps from each of us several 
people walked away, Sure the 
polygon style graphics looked 
great from a distance but this 
really was not the greatest 
game we'd ever seen, changes 




would 
need 
to be 
made. 
It seemet 
to be far too 
polygon-like and rather jerky, 
this though Is not the case If 
you have fast RAM which the 
game has been designed to 
make full use of. The steering 
was incredibly difficult to get 
used to and we were 
stuck looking 
at the track 
through 
t h e 
wind- 
screen. 
Hold 
o n 




though! Could It get better. 
Well I had the rather good 
Idea of taking a look at the 
Instructions, wow! You can 
actually change the view of 
the car. We soon started 
experimenting with the dif- 
ferent views that you could 
use. There was the incar view 
and several above car views. 
The in car view eventually 
seemed actually to be the 
favourite view as It seems 
that you feel you have more 
control over the car and more 
particularly the steering. This 
In car view Is actually the 
most Impressive of the views. 
You sit there and look over 
your steering wheel which 
your hands appear to be grip- 
ping and when you turn you 
find that your steering wheel 
turns to the same degree. It 
actually looks really goodf The 
other views are from above 
and behind the car and they 
are If you reckon you need to 
have a good view of the track 
ahead of you. Essentially this 
makes the game very like 
Virtua Racing, one of my all 
time favourite racing games, 
however this really does not 
match up on payability, well 
so far at least, having said 
that it will be possible to cus- 
tomise your car and character 
to make the game as playable 
as possible. With the use of an 
accelerator the game Is much 
smoother and more playable 
but on a standard A1200 we 
weren't that impressed. Really 
we were possibly expecting 
far to much from this game as 
there's been quite a lot of 
hype about It, there you go, 
don't believe the hype! a good 
rule to bear fn mind. Still It 
could improve before release 
so who knows? 
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As we spent more time on the 
game we did get more 
Impressed. After a while you 
pick up the general idea and 
you can actually get round 
corners with out wiping out. 
If you do get stuck you find 
that It can take a really long 
time to get back on course, 
this Is a bug that will be 



ironed out, so watch out for 
those curves that tighten up 
on you unexpectedly, and 
believe me some of them real- 
ly do. One of us actually start- 
ed coming first on a fairly 
regular basis so obviously 
there Is a knack to it. 
Unfortunately I seemed to 
spend most of my time com- 



ing fifth, not an ideal posi- 
tion. The races seem to be ten 
laps which Is a good length. It 
means that you can 
crash once or 
twice and still 
manage to 
end up with 
a podium 
finish, as 




long as you have the knack of 
It. What we didn't like about 
the general driving was the 
fact that you could actually 
spin out reasonably eas- 
ily yet you had no 
real warning of 
what was about to 
happen. If you 
take a corner 
really fast and hit 
full lock you get a 
bit of screeching 
but what you don't 
really get Is any feel 
of the back end coming 
out or any other feeling 
that you might actually be 
losing control, again these are 
things that will be sorted out. 
What I suppose this game 
tries to be Is a serious racing 
game where you are in the 
cockpit and you get the real 
feeling of driving unlike 
games like wheelspln where 
you look at a track from one 
direction and drive what is 
essentially a sprite around a 
course, however If this Is the 
case then this game has so far 
failed to achieve what it sets 
out to do. There Is no real 
feeling of driving. Even when 
you get off line, something 
that Is very easy to do, and 
you hit one of the two dlmen- 
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sional trees it takes you a few 
seconds to actually realise 
that you have actually hit 
something and have bounced 
back a few feet. There is no 
real crunch or visual evidence 
to show you what has hap- 
pened. One really nice touch, 
and something that we were 
instantly impressed with was 
the fact that the music for the 
opening scenes was so dam 
good! It really was very good 
indeed but unfortunately the 
music ends the moment the 
game starts. Well I suppose 
you're meant to listen to the 
sound of 
the 
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engine and screeching tyres, 
but In my opinion these are 
not nearly as good as the 
music at the start off the 
game. 

One of the big selling points 
off this game is MPV. This Is 
where the drivers head turns 
when you turn the wheel so 
that your view turns. Also 
there Is the option of all these 
views, this Is very Impressive 
as not an awful lot of 
games can actually 
offer you this facility. 
Another facility 
that means that 
you can view all 
the other cars on 
the track as they 
speed their way 
round the track. 
You can also view 
yourself from the 
tracks! de cameras and 
even try to drive using 
this facility, however I don't 
advise it because It's not a 
that easy, In fact it's dam 
hard. Having said that It Is all 
really Impressive. Not a lot of 
games can offer you such 
options, still at the end of the 
day It just doesn't seem as 
impressive in terms of game 
play as a load of other racing 
games. The closest thing to it 
on the Amiga that I could lay 
my hands on Is Microprose 




Formula One. This Is now a 
very old game but I dug deep 
to get a copy out. The first 
time that I played It was on 
the dreaded PC and this game 
on its own was almost enough 



to convince me to purchase 
one. The Amiga conversion Is 
also dead good. Here Is a 
game with similar graphic 
qualities with a whole load of 
courses and a whole load of 



options. To start with you 
have a simple automatic car 
that also has automatic 
breaking and you are even 
supplied with a line to follow. 
This Is invaluable because It 
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gives you a chance to get to 
grips with the way that the 
car handles and the way that 
the courses go before you 
leap into manual cars with no 
auto breaks. Then you have 
full championship races wilh 
practice sessions, qualifying 
and full races. Here Is a game 
that is imminently more 
playable and yet a lot lot 
older. Well for all its bad 
points Leading Lap also has a 
load of good points in the 
fact that it has all the view 
options, oh and a great Intro 
tunef 

Well what can I say. This is at 
first glance a great game. 
Then you actually start to play 
it. The graphics though inter- 
esting tend to be very Jumpy, 
the car control Is not to our 
liking though I'm sure enough 
practice would eventually give 
you some good results, and of 
course the bugs will probably 
be Ironed out. What really is 
outstanding about this game 
Is the plethora of options that 



you have when It comes to 
viewing different parts of the 
track and cars. There Is the In 
cockpit driving mode and sev- 
eral others that 
are set behind 
and above the car 
that you are racing 
in. There Is also the 
option to watch 
other cars whilst they 
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race and view the race from 
trackside cameras, This Is 
impressive! Also there are five 
different drivers to choose 
from all of whom are differ- 
ent. There are also three dif- 
ferent vehicles to race with. 
Formula one, Endurance and 
rally cars. All this does of 
course add to the game. 
Fifteen different tracks also 
helps just a bit, there are 
(racks through the country- 
side, cities and even a Siberian 
Prison complex! All this 
sounds really good and there 
is three different viewing dis- 
tances, three different detail 
levels and loads of other 
options to try and get the 



game running as fast as possi- 
ble on whatever machine you 
have, well. It really starts to 
sound good. But unfortunate- 
ly this Is not the case. I'm not 
saying it's terrible but this is 
not the best driving game any 
of us here at the One have 
seen. The controls are very 
hard to get used to and the 
graphics are very jerky. This 
game has tried to hard with 
all It's flash options like the 
MPV and the view options and 
unfortunately the actual 
gameplay and presentation 
have yet to be fully sorted 
out. When we get a final copy 
we will give It the full review 
treatment, so until then! 
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This is one of the finest 
adventure games ever, even 
with it's minor drawbacks. 
Why's it so good? Read on 
and you shall see! 
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many of m 
story beh 
involved a rat 
who went by 
Chaos, really n 
Well he had 01 
for world dot 
characters set 
geezer out 
they would 
of nasties 
giant 





more facts 
and fig- 



m 



L fifes 



pie come along and realise 
what a good thing they really 
are and start using the ideas 
in different formats. Who for 
Instance remembers the 
Dungeons and Dragons car- 
toon. Not one of my personal 
favourites but evidence 
enough of the growing popu 
larlty of Dungeons and 
Dragons. Well then came the 
computer games some were 
good and some were not. 
One however stood out 
head and shoulders above 
the rest. That was of 
course Dungeon master on 
the Atari ST, now that 
really is a dying machine! 
This game captured the 
Imagination of thou- 
sands and 
became an 
instant hit 
with ST ,". 
owners 



length and breadth of the 
land. Thousands, possibly mil- 
lions of man hours were spent 
wandering around those three 
dimensional 
dungeons 
whilst des- 





them than 
you could 
possibly 
cope with, 
but cope you 



defeat Lord Chaos. ^"""'^ 
Many a time I'd wind up 
the old ST and crack into 
another level of death, 
destruction, magic and adven- 
ture, long after I was meant 
to be fast asleep. What a bril- 
liant game this was, blimey 
sitting here writing this really 
takes me back a bit. The origi- 
nal game shocked a nation 
with It's amazingly engross- 
ing gameplay Dungeon mas- 
ter was the best game on the 
ST by miles and 
miles, well I 
reckon so. 
and so do 



■^■■^ incredibly impor- 
tant to keep all of your 
four characters well fed and 
watered to maintain their 
health and stamina levels as 
well as there magic powers, 
also just to confuse you even 
further there were all sorts of 
powers that you had to learn 
along the way. Nln|a powers 
and Wizard skills all came 
Into It and all were dead 
important. Each of the charac- 
ters was good at one thing or 
another, magicians are ace at 
magic, funnily enough, there 
are also those who are gener- 
ally good at kicking the hell 
out of anv nastv creatures 



that you may come across, 
and then there are those 
who are good healers. 
Th« 



puzzles that needed 
solving, these were 
the tricky part that 
you needed patience 
to overcome. 

- leon Master 2 



REVIEW 





I 





pori 
bad, 
this 


ial t< 
eh? 
mac 


i other worlds. 
Well with the u 
hlne you can ti 


into 


the 


void and defeal 




worms that 
raise them- 
selves from 
below you 









1 


















* 

* * 


■ 

■ * 












1:4:4 


* 


- 

** 




5^ / ;.4SmK.y.s 



THE VERDICT 



A1200 




tfift 



CM 




99 End October 



rd Disk Instalhble 




GRRPHICS 



sunn 



k 921 



I PLUYfl JILITY 



H 9S7. 



RATABILITY 



wmsmssmst 




Is Is a game that has more 
atmosphere than you can wave 
a stick at. It's a sort of first per- 
son perspective adventure game 
that will draw you In like never 
before. We are all genuinely 
Impressed with this game and 
we think that you will be to. 
The only problem with the 
game concerns the movement 
of the characters. On the ST ver- 
sion of the original you would 
go from one location to anther 
and It would simply flick. 
Between then and now of 
iurse, we have had Doom and 
it's many pretenders, so to try 
and add more smoothness on 
Dungeon Master 2 the game 
produces a screen between the 
screen where you are and the 
screen you're going to, which Is 
made by way of morphing the 
two screens together. The effect 
is very disconcerting to existing 
Dungeon Master players, as It 
makes you think you gone too 
far forwards, and the qaulity of 
the morphed screen is very low 
compared to the actual screens. It sim- 
ply Isn't as good as any of the Doom clones that there 
are around at the moment. Of course the Doom clones 
around on the Amiga have absolutely nowhere near the 
depth of play that Dungeon Master 2 provides, and you 
will still find yourself getting really drawn Into the 
game and this strange world in which It Is set. I Implore 
you to go out and get this game as you'll love It more 
than anything that you've ever seen before, well 
maybe* The sound Is totally amazing helping to create a 
stunning overall effect. It Is 3D sound that really does 
simulate distance and direction. The visual effects to 
are pretty good though the graphics are not as good as 
the overall package. All In all an exellent game well 
worthy of Its high scores! 
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No. no, no, no and nol Vou have dlddly 
squat chance of any CO version. Probably. 

Why arc you even looking here you tad 
ASOO ownen? Upgrade! Upgrade! 
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story I 
then? I 
There's \ 
always \ 
some totally \ 
nutty story \ 
behind these x 
games so let's see ^X^^^ 
Iff this little number 
can stand up to the rest. 
2302, that's the date, well the 
year anyway. What I want to 
know Is what's wrong with 
2301, or for that matter 2303, 
dunno? but It seems that 
2302 Is the year and an 
Important one at that. It 
seems that good old space 
travel has come a long way 
since the days off sending dogs 
into orbit and apollo ships 
going wrong. Now the earth 
lies at the centre of some kind 
of Interplanetary sort of type 
thlngy , and well that's not 
all, there are things called 
bridgeheads that are at the 
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outside edges of this Inter- 
planetary sort of type thlngy. 
Well here's where things start 
to get good, Issac eat your 
heart out. One of these 
bridgeheads, a small planet 
called B104-GS12 had a mill 
tary base that lost all signlfl 
CMC*. Well these things hap- 
pen! Well after this It became 
a trans-shipping station for 
fuel to fill up ships heading 
across the galaxy. Well this ,lt 
seems, didn't last to long 
either. Soon this out of the 
way planet became a high 
security penal colony. 
Two years after — 
this the colony y^^- 
was closed as f 
there was / 
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path of a V 
huge mete- \ 
or storm. \ 
This It seems N. 
was a fabrka- ^ l s s- ^ 
tlon created by the 
Military Galaxy council. 
Six months later, shrouded in 
secrecy the base started to be 
expanded as transporters 
arrived. It was being turned 
into a huge and top secret 
complex to research biological 
and genetic weaponry, all 
totally II 
course 



/ start of 
/ 2305 all 
/ communica- 
tlon between 
^^yS B104-GS12 
(known to many as, 
yes you guessed, Citadel) 
and Earth stopped without 
any apparent reason. A deci- 
sion was made as they have to 
be at times like this. It was 
decided that a special landing 
force should be sent to Inves- 
tigate, da da da...! Guess 



what? You're on this ship. It's 
a destroyer class space ship 
called X16. It has a crew of 
nine hundred and fifty and 



they are only briefed on what 
Is going on after the ship has 
left for Citadel. When the ship 
arrives all the radios go down. 
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Being 
rather 
wary of 
what 
may lay 
In store for 
them a scout 



ship is sent 
down with you and a 
co pilot. Suddenly a missile is 
launched from the Citadel and 
totally destroys X16. In the 
shock wave your ship Is dam- 
aged and crash lands killing 
the pilot. Here you are miles 
from home and all alone. I 
Now It's all up to you! 
Not a bad story, but at the 




end of the day It's |ust anoth- 
er way to put one person In a 
maze where you have to 
destroy anything that moves. 
It's your standard Doom style 
game and there's a few of 
them around what with Fears 
and Gloom, obviously this Is 
the Haute Couture of The 
Amiga at the moment. 
What is special about this 
game though Is the fact that 
It runs on the A500, well actu- 
ally It runs on }ust about every 
Amiga. 

The game is saveable and you 
can start from where you fin- 
ished last time. You can also 
select the level of difficulty 
that you want. There is Big 
and Small. The game Is set so 
that when you start it normal- 
ly It Is set to the higher level 
so you loose energy when you 
bump Into walls though this Is 
one of the last things that will 
be changed, and suchlikes, on 
the lower level of difficulty 
you don't get this and there 
are less enemies who are all 
less aggressive. The weapons 
are also more 'reslstant'7 The 
window that you view the 
game through can also be 
changed In size. There are five 
settings and depending on 
how small the window Is you 
will have a different level of 
smoothness and speed. Also 
you can decide how much 
detail you want for the game. 
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There are three settings. You 
can also turn the floors and 
ceilings on and off. All of 
these options allow you to 
make the game faster or slow- 
er. They have a huge impact. 
There is also a practice mode 
to the game that will allow 
you to have a crack at the 
game and get used to the 
world that your about to 
enter. This is surprisingly use- 
ful. 

The Citadel Is divided up In to 
eight complexes. They are 
apparently 'huge'. These com- 
plexes are the basement, the 
power station, the stores, the 
hangar, the drains, the prison, 
the laboratories and a centre 
area. The aim of the game Is 
to destroy the whole Citadel 
and then to escape. To 
achieve this task you must 
collect six parts to the big 
bomb that'll totally do the 
job of Citadel destruction for 
you! The parts are hidden In 
the game and you will find 
one part in each complex 
apart from the basement and 
the centre complex. 
The game screen Itself Is dom- 
inated with the three dimen- 
sional gamely area, (the view 
you have) The size of this can 



be changed within the outer 
border . Also there Is also a 
control panel that tells you 
several things. Firstly there is 
a section that shows how 
many parts of the bomb you 
have. Secondly there Is a 
metre showing how much 
energy you have left. There Is 
also a graph which shows 
your heart rate and this 
changes depending on how 
tired you are. There is a direc- 
tion compass so you don't get 
totally lost and a window 
showing you what sort of 
Weapon you have. Also a 
counter shows you how much 
ammo you have, a window 
showing what magnetic cards 
you have and a dialogue win- 
dow that runs along the bot- 
tom of the panel. The guns 
you can collect (you start with 
no weapon) Include a pistol, a 
rifle, a machine-gun, a flame 
thrower ,a blaster and a rock- 
et launcher. Plenty of fire 
power! it's also possible to 
pick up all sorts of stuff like 
first aid kits. Beer! and of 
course bits of the bomb. 
There Is also of course a map 
to be used to work out where 
you are. 
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really like this game. For 
some reason I found It a great 
deal easier to get into than 
the other Doom clones that 
have come out recently for the 
Amiga, Sure It Isn't totally 
smooth especially on the ASOO 
but It's not to badl And 
besides none of the other 
games of the same Genre that 
I've seen have been smooth, 
not even close. This Is a very 
playable game that will keep 
you entertained for some 
time. If you are an ASOO 
vner then this really Is a 
must. It's completely superb 
for a machine that is now 
looking a little tired. The lay 
out is good and on an A1200 
ven with the screen on full 
ze you will find that if you 
turn down the detail it runs 
smoothly enough to be very 
playable. Removing the detail 
does not really effect the game 
all as it doesn't really make 
o much difference to the way 
the screen looks. The weapons are 
not to easy to find which actually 
makes things rather challenging. If you bump Into 
ne of the creatures without a weapon then yoi 
won't last very long at all. It took me several goes to 
work out where to get a gun from and then I found 
that It was useless as I had no ammo. Eventually I 
caught on. You have to pick up some ammo first and 
then get the gun, hey presto! Some form of defence 
I from the mad monsters that are everywhere, after 
| this you start to find plenty of ammo If you keep 
1 your eyes open. The whole game has something that 
i to many games seem to lack at the moment, playa 
| bility, and loads of it! This is a game that I really 
like. If you haven't guessed. The sound and graphics 
pretty good and altogether I'm going to give it 
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This A500 version runs mucn more 
smoothly on the A1200, so thals greatl 

No plans for a CD32 version, and with 
Gloom CD32 coming, I wouldn't expect to. 





What was this game called again? Oh f hang on, what's that Vat her large and 
Spanky bit of writing say up above? Yeah, Pinball Mania, that's it. 
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"Sounds great! Will It have a 
multlball feature?" 
"Look, it's not going to have 
anything to do with balls, 
tables, flippers, bumpers or 
anything like that. We are 
going to release a game that 
will be completely original In 



every way, so there" 

"Yes, but alternatively we 

could always release another 

pinball game instead" 

"Oh all right then. Let's go to 

the boozer". 

And so the decision was made 
to licence Pinball Mania from 





Spldersoft. Who?" I hear you 
cry. Yes folks, instead of get- 
ting their games from their 
usual programming stable 
Pinball Mania Is being 
brought to you by a different 
programming team. 
The game Itself features four 
separate tables, each of which 
has Its own unique style. The 
first table Is called Tarantula 
and is set In a strange 
Arachnid world. The centre 
piece of the table Is a gigantic 
web, upon which sits a spider 
with massive fangs. This Is a 
fairly standard table with four 
flippers, two levels of play 
and many spinners and 
bumpers. By hitting all the 



drop targets and lighting all 
the lights, especially those 
between the spider's legs, mil- 
lions of points can be award- 
ed. When words such as FANC, 
TERROR, and TARANTULA are 
spelled out completely hun- 
dreds of thousands of words 
are given away. 
One neat feature of this table 
is the Feed Me' ball trap. 
Hitting three spider lights 
activates this trap, and If the 
ball Is lost down the left side 
of the table It will fall 
straight Into the spider's 
mouth. After chewing on it 
for a bit It will spit the ball 
back Into play. OK so the /"""**v 
kickback feature has been. 
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substitute players can be 
bought on) Light SUB to acti- 
vate the sub launcher and 
then do It again to load It. 
When this Is done It is possi- 
ble to launch a second ball 
Into play Immediately or to 
wait for It to launch automat- 
ically when the first ball is 
lost! Hurrah! 

The fourth and final table Is 
nicknamed Jackpot, and takes 
place in a casino. In the casino 
there are four different tradi- 
tional games to play. Take a 
choice from craps, a fruit 
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machine, roulette, and Hi-Lo. 
In the centre of the table 
there are three reels. First of 
all the word REELS must be 
spelled out by hitting all the 
targets and then the ball 
must be dropped into the 
coin slot. The reels will then 
spin and you can stop them 
by flipping the flippers. Get 
three jackpot symbols and 
you can win 50 million points! 



Playing roulette is a different 
can of worms altogether. 
There is a ramp that goes all 
the way around the wheel. 
Shoot the ball around it in 
one direction to choose a 
colour, either red, green or 
black, and shoot the ball In 
the other direction to play 
the game, Couldn't be easier 
and many many points can be 
won. 




1 $1 Century 



G R A P K_I C 5 
I 

o u n o 



m 



PLAY ABILITY 



I 



I 



L A S T A H I L I T Y 




THE VER DICT 

So here we are again with yet 
another pinball game from the 
huggable folks down at 21st 
Century. Pinball Mania Is a com- 
petent enough pinball game that 
Is certainly much better than 
Obsession but unfortunately In 
my humble opinion it Is not as 
finely polished as any of the 
other titles In the series, which 
isn't surprising as it is done by a 
different programming team. 
I find It hard to pick fault with 
this title, and indeed it seems 
that the only thing wrong with It 
Is the sheer quality of other simi- 
lar games In the market. All of 
the tables are laid out well and 
there are plenty of targets to hit, 
but that is just about all there is. 
I find It odd that when you con- 
sider arcade pinball games that 
have six ball multi balls, seven or 
eight different skill challenges, 
timed missions and even video 
games, that home computer pin- 
ball games are still relatively 
primitive. 

Considering this the tables pre- 
sented here seem to be quite dull, 
with not a lot going on. Most of the 
challenges involve hitting targets and then 
shooting the ball up the correct ramp. One idea to 
make things more exciting is to have targets that actu- 
ally move around the table (has anyone ever played 
Dracula?), video games like those found In Star Trek 
TNC and Indiana Jones, and multlballs where there are 
more than three balls In play at once. 
Admittedly the humble A1200 may not be able to han- 
dle some of these Ideas but without touches such as 
these the tables will get quite boring fairly quickly. 
On the whole Pinball Mania Isn't a bad game, but as 
said previoulsy I can't help feeling that Illusions is much 
superior. The action never seems to get hectic enough 
and If you use the old 'tilt the table to get the ball back 
Into play' technique It Is virtually impossible to lose the 
balls without racking up a massive score. It was a good 
try but sadly it Is overshadowed by superior titles. 





Nope, the chances of a CD32 version are 
approximately one less than nil. 

Vou must be kidding, the A500 Is a big pile 
of dog's plop. 
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Do you like a bit 
of Cannon 
Fodder? Are you a 
big fan of 
Lemmings? Weil if 
the answer to 
both of these 
questions is yes 
then it's quite 
possible that 
you're going to 
love what 
Mindscape has in 
store for the 
Amiga. 



Tiny Troops really does 
look like a load of fun, 
however we all found It 
a trifle hard to get to grips 
with. The Wlp demo we got 
our hands on had no sound 
and several of the functions 
weren't actually there. It 
seems that this game Is very 
much still in It's development 
stage so you have to bear that 
In mind whilst you read this. 
Well Mindscape really look 
like they might come up 
trumps with this one. It's the 
Idea of the game that seems 
so Jnstantly appealing. 
Remember Micro Machines, 
hell, who can forget. Micro 
machines was a superb game 
and a great deal of the appeal 



of It was down to the idea of 
having these tiny little cars 
racing around household are- 
nas such as baths, 
table tops and 
tree houses. 
Admittedly the 
game play 
was also 
superb 
and all 
this as one bun 
die created a great 
game but it has to 
be said that the 
idea behind the game had 
an instant appeal. Well this Is 
a game that has that same 




instant appeal and you really 
want to get to grips with it 
Immediately, not only does it 
have this appeal of being set 
In these rather pleasant 
domestic settings. We 
only got to play on five 
levels and If I'm brutally 
honest with you we 
didn't actually get 
to see all of these 
levels due either 
to our com- 
plete Inabil- 
ity or the 
fact that the demo Is pretty 
dam hard or a mixture of the 
two. The final game Is to have 









just a few more levels of play, 
seventy two to be exact and 
that should really present 
something of a challenge to 
even the finest minds 
amongst you. There are also 
going to be forty different 
types of troops and vehicles 
and you will have a one or 
two payer option available to 
you, and there will be end of 
level bosses and secret hidden 
bonus games. Cosh) What 
more could you want? Well 
you could hope that it's actu- 
ally easy enough to play 
because we found this early 
version a trifle hard, 
recently we read a certain 
article in a certain maga- 
zine that supposedly told 
you what to look out for 
in games reviews, one 
tip was that if a review 
compared a game to 
other games and said 'if 
you liked such and such 
then you'll love this' then 
it meant that the reviewer 
hadn't actually played the 



game at all. Well I'm now 
about to go on at great 
length about exactly this and 
believe me I've played this 
game, no, I've struggled with 
this game for quite some 
time. The games that it can 
be compared to are, firstly 
micro machines, but only In so 
much as it is set In the same 
kind of miniature madness 
with a few of the same kind 
of settings. Another game It 
can be 
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compared to is 
of course 
Cannon Fodder. 
Again this Is due 
to the fact that 
you have to blast 
the hell out of 
your enemies 
and you have 
this same over- 
head view and 
you control 
where your men 
go. Lemmings? 
Well yes there's 
certainly an element of 
Lemmings in there and even a 
bit of Timekeepers. However 
so far I'm not overly enam- 
oured with this game. I found 
the controls rather confusing 




and everything 
rather difficult to 
cope with. I thought 
that this was Just 
me having a bad day 
but it seems that 
once I threw the 
demo open to 
the floor for all 
and sundry to 
have a crack at 
it I found 
that I was 
not the only 
one having a 



bad day. Do, however, remem- 
ber that this Is still a way off 
completion and there are 
bound to be many changes. 
Things do look pretty good 
apart from the fine tuning 
that is needed and I'm sure 
that they'll be plenty of that. 
So what exactly are the con- 
trols so far. Well there Is a 
row of six buttons on the top 
of the control box which you 
can see at the bottom of the 
screen and there are a further 
six similar buttons in two 



rows of three at the bottom 
of this box. There Is also a sin- 
gle button with a skull and 
crossbones on It. This single 
button will send all your men 
off in a seriously suicidal mis- 
sion to perform an all out 
attack on the enemy base. I 
would seriously advise against 
using this method although It 
did actually do us some good 
as we did two levels using It. 
The top row of buttons have 
several functions from view- 
ing battles that are going on 
to finding Information on the 
health level of your troops. 
There Is a scanner at the bot- 
tom left of the screen and you 
can also zoom in and out 
using one of the buttons. The 




there on the final game. You 
can use the lower set of but- 
tons to send troops to attack 
once you've selected them. 
Set a soldier to defend a par- 
ticular area, top up a troops 
energy to at least half, some- 
thing we failed to make use 
of In all the confusion, and 
you can send off troops to 
your chosen destination. The 
general idea of the game Is to 
defend your base and destroy 
the enemy base. These bases 
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by using your 
grenade thrower, he's 
the little chap with the 
grenade above his head. 
Well what will this game be 
like? Who really knows, It has 
the potential to be excellent 
but at the same time if noth- 
ing changed then it would be 
a let down, however It seems 
that things will be changing 
so look out for a full preview 
or even a review In the next 
couple of Issues! 




TIPS 



ere we 
are 



again 
with the sec- 
ond part of 
our fabulous 
Time Keepers 
guide. 
Haven't you 
finished it 
yet? No? 
Well fret no 
more 'cos 
our games 
experts are 
here on hand 
to help you 
out through 
six more of 
the gamers 
toughest lev- 
els 



9: Send a person 
through the two shut- 
tles and get them to 
open this door here 



4: Some well placed 
arrows can then make 
the same bloke face 
this switch and oper- 
ate It 



3: The bloke who 
went through the 
machine Is now on a 
mission. Get him to 
fight the next mon- 
ster and jump the 
gap. Send him right 
to the top of the 
bridge 



1: Get the soldier here 
to fight this monster 
and then jump the 
gap It leaves. Place a 
spanner next to the 
machine so that he 
will land on it and 
then jump In straight 
away. Place a down 
arrow at the exit of 
the machine to keep 
him safe for now 
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2: Jump a man over 
this gap and across 
the bridge. Make him 
open the switch at 
the end of the bridge 
and then send him all 
the way back down 
and over the gap 
again. Make sure he 
doesn't fall down the 
hole 




t 



7: Make the hard 
working guy activate 
both of these switches 
and then send him 
out of the exit 



6: Now send him up 
through this door 
which will close 
behind him 



4: Guide the man 
round, making him 
jump the many obsta- 
cles, until he gets 
here. Fight this mon- 
ster and Jump the gap 
and go up then left 



5: Fight the three 
monsters and jump all 
the obstacles and acti- 
vate this switch 



1: A down arrow here 
will save one chap 
from certain death 
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S: Now go for a Jaunt 
in the shuttle, but 
watch out for the 
open door 



3: It Is a simple mat- 
ter to guide the man 
over all the walls to 
open this switch. 



1: |ump the walls and 
Into this shuttle. Walk 
right and go down 
Into the other shuttle. 
When the man walks 
out turn him around 
and send him back In 
again. He can now 
activate the switch 





I 



So did you like it? Dangerous Streets is what I mean. 
Well as you can see we are continuing on our line of 
giving you a complete game to play with but some- 
times we reckon that you may want a few tips to go 
with the game so Here I am with all the moves of the 
serious fighters in Dangerous Streets. Well most of 
them anyway! You want to know how to beat the best 
of the best, well if you do then read on! 




Knee Attack 




TIPS 





Fire Moat Monster Attack 
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fit T & Fire High Spring Kick 
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Flying Kick 





A & Fire Medium Spring Kick 





ALADDIN 

Publisher : Virgin 
Issue Reviewed : November 94 
Amazing graphics In I hi. plat- 
furm conversion from (he Disney | 
movie. Shorter than some, but 
longer than your average magic 
carpet ride, Aladdin takes (he 
Amiga by the scruff of the neck 
and bellows A Whole New 
World' In Its face. 




. TOWER 
ASSAULT 

Publisher : Team 17 
Issue Reviewed : January 1995 
Team 17 Is back on familiar ter- 
ritory wllh this, (he sequel to 
the sequel that first established 
Ihe company as one of Britain's 
leading Amiga developers. It's 
more of the same, but this time 
with some Towers in it. 
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r BANSHEE 

Publisher : Core 
Issue Reviewed : July 1994 
Banshee Is a roller-coaster ride 
to hell. In a buii bird called 
Banshee. Test your trigger finger 
and powers of concentration In 
this Toral Toral-tailk one or 
two-player flight ol fantasy er... 
blowing things (o kingdom 
come. 



BUBBA 
'N' STIX 

Publisher : Core 
Issue Reviewed : January 1994 
More pla(formular near-perfec- 
tion from Core with this beauti- 
fully programmed game. A bit 
on the brief side, but as original 
as a young white trash meets 
magic piece of wood, meets bad 
blobs In a tricky-situation-type 
of scenario can be. 
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' CANNON 
FODDER 

Publisher : Virgin 
Issue Reviewed : Dec 199 J 
War, according to those wacky 
Sensible boys, has never been so 
much fun, and we're inclined lo 
agree. It might look like a simple 
run around and blast everything 
affair, but there's a surprising 
amount of strategy Involved. 
In it. 



THE 
CLUE 




Publisher : Black Legend 
Issue Reviewed : Sept 1994 
Become London's next Mr Big 1 
without ever leaving your room! 
Yes, The Clue Is the proof that 
crime plays! From humble tea- 
leafery to bigger blagues wlv' 
shooters n' slags, you've got to 
stay one step ahead of the 
'Filth'. 



CRYSTAL 
DRAGON 



Publisher : Black Legend 
Issue Reviewed : December 1994 
Good Lord, It's a tad expensive, 
but by crikey 'tis the best ever 
RPC In the sacred board game 
style, featuring dragons, er some 
crystal, and the usual gang of 
consonant-heavy characters 
stuck In a tricky situation wllh 
^^a^^^^^^^^^^^ ^^^^ 



' DAWN 
PATROL 

Publisher : Empire 
Issue Reviewed : April 199S 
Action packed, as flight sims go, 
the third sortie for Rowan's 
impressive ID engine is the easi- 
est to fly and Ihe most arcadey 
since HOTS. New pilots should 
start here, but only flight slm 
|unkles will wish to own all 
k Rowan's games. 



Fl 



Publisher : Domarfc 
Issue Reviewed : February 1994 
From the frenchmen who 
brought you Vrooml comes the 
official Fl licence. Actually, c est 
Vroom Deux, encore vite, but 
avec le fab two-player mode. Fl 
buffs might think it un peu 
unrcallstlquc, mals for the 
le lov^^c^^^^^^^n^^^^ 
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f So, it certainly isn't August this month, although it has been 
/ for the last two months according to our recommended guide. 
I Instead we offer you the superb autumn month of October, and 
y^here's your ex-editor Lee Brown with a quick guide to ail the..., 



FIFA INT. 
SOCCER 

Publisher: Elec. Arts 
Issue Reviewed : October 1994 
FIFA's here at last and It's great! 
A bit slow maybe, and rather too 
much diskular swap foolery, but 
nevertheless a solid attempt at 
putting realism back Into the 
beautiful game. UFA is a totally 
different way of stringing the 
l old onion-bag. 




ISHAR 



Publisher : Date 
Issue Reviewed: Sep 1994 
Ishar's back and this time e'est 
trols! Wohratax the dragon is 
crested Lord of 51th for being 
bad. More silly names and fanci- 
ful plot twists from our Froggy 
chums In this sequel to the 
sequel avec les knobs enorme, 
«r... sur. J 




Publisher : Psygnosli 
Issue Reviewed : February 1995 
Crisis cotks its leg on Fairyland 
as Top Crystals go awol from the 
four kingdoms. Luckily, that 
Fllnk Is bounces across the level 
playing fields and puts pay to 
the evil Wainrlght with some 
spell-binding CDB2 graphics! At 
a magical £14.99! 




Publisher : Team 17 
Issue Reviewed : Dec 1993 
Huge society- building thing, sim- 
ilar to The Settlers, but not as 
easy to get in to straight away. 
Start off with a tiny tribe, and 
watch your fellas grow Into 
tomcthlng that makes the 
Roman Empire look like a chain 
of cheap Pizza Restaurants. 



Publisher : Millennium 
Issue Reviewed : tune 1994 
The third Pond platformer is 
huge. And fast. In operation 
StarflSh Pond weighs In with a 
Ginnery of a performance to set 
against his Dalton In Robocod. 
OK, so there's less colour, but 
there is more character and 
. more gameplay. 



' JUNGLE 1 
STRIKE 

Publisher : Ocean 
Issue Reviewed : December 1994 
Helicopters galore, but not. It 
must be owned up to, all that 
much jungle. In this the succes 
sor to Desert Strike. This is 
Comanche territory, so It may 
come as a surprise to learn that 
we can recommend It to you 
, without reservation. (Don!) i 



GUARDIAN 

Publisher : Acid Software 
Issue Reviewed : November 1994 
What's this, an original CD32 
game that's got oodles of paya- 
bility? Yes, it's true!! Guardian Is 
the game you've been waiting 
for. You are In space and have 



HEIMDALL 



Publisher : Core 
Issue Reviewed : Dec 1993 
Heimdall 2 is great. It's got 
action, adventure and puzzle I 
solving with a smattering of 
humour In all the right places. 
Blood, runes, ores, magic, etc. 
and added love Interest in the 
shape of the saucy Ursula. 
k Phwaor! 
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K240 



Publisher : Gremlin 
Issue Reviewed : May 1994 
Populous with asteroids, that's 
what this Is. Explore space to 
find some asteroids. Colonise j 
'em. Exploit 'em, Zap every alien 
in a race for galactic domina- 
tion, Build fleets, trade things, 
mine stuff. Oh, how we loved it. 




KID 
CHAOS 



Publisher : Ocean 
Issue Reviewed : August 1994 
Crazy story, crazy game. The kid 
from the cretaceous age clubs 
through platforms like a T-Rex 
after a jet-propelled cow. It's 
parallax paradise, and the only 
game more satisfyingly violent 
than hitting a bank of stinging 
j^e^Iksjvm^^ln^tick^^^^ 




LEMMINGS 

3 

Publisher : Psygnosls 
Issue Reviewed : January 1995 
There's an old Greenland saying 
that goes. "Once, there was 
Lemmings, then Lemmings 2 and 
now there Is All New Lemmings, 
and not, as we previously sus- 
pected. Lemmings B. But, hey, 
what's In a name." Bonkers eh? . 
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r PGA 
EURO TOUI 

Publisher : Ocean 
Issue Reviewed : Dec 1994 
The best golf slm by about 440 
yards, and bags more fun than 
the real thing, which Is admit- 
tedly, not a very hard thing to 
be. Thanks to Ocean you and 
your friends need never touch 
Woosle's horrid Welch niblick 
again. Hurrah! 



/liberation 

CAPTIVE 2 

Publisher : Mlndscapv 
Issue Reviewed : Dec 1993 
An atmospheric RPC with a sexy 
Intro! Really shows off the capa- 
bilities of Commodore's CD32 to 
the full and nearly as nice on the 
A 1200 Basically you have to find 
out what's going on In this big 
city where the robots have 
k gone mad. 




MORTAL 
KOMBAT 2 
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Publisher : Acclaim 
Issue Reviewed : January 1995 
More MK, but with a classier 
look to go with the Roman 
numerals. Weird end-of-bout 
happenings to out-fox Snippy 
the Censor, but basically, hard as| 
a pie baked In Hell's Kitchen and 
about twice as hot! J 



r PINBALL 
ILLUSIONS 

Publisher : 21st Century 
Issue Reviewed : January 1995 
Fast and furious flipper-driven 
action for lovers of all things 
tllt-llatlng and tabular. What! 
else can you say? I don't want to 
mention the 'Babewatch' table 
again. This Is a family magarlne. 
Read any decent books lately 
anyone.-? 



^ PUTTY 1 
SQUAD 

Publisher ; System 3 
Issue Reviewed : August 1994 
Putty Squad knocks several 
buckets of poo out of Putty.) 
Thrill to 16 levels of squlshy blue 
fun, which is more squlshy blue 
fun than you can hove a- 
squeeiin' things In a policeman's 
trousers. Probably. Long-lasting 
platform fun. 
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' ON THE 
BALL 

Publisher : Daie 
Issue Reviewed : Sep 1994 
The only thing OTB lacks is Brian 
Moore. Fresh as a daisy and as 
deep as a devil's bit scabious, 
here's a footy management slml 
to wander through wearing a 
big shirt, to linger in and make a 
fragrant posy for your sweet- 
heart with. 



ROAD KILL 

Publisher : Acid Software 
Issue Reviewed : January 1995 
'Don't go buzt Ing around in that 
car, killing people, you bugger!' 
Ho, It's not a gritty new ad cam- 
paign from the DOT but a warn- 
ing against RoadkIM, the game 
that puts death back into dri- 
ving. Probably not Sponsored by 
BSM. 
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r OUT TO 
LUNCH 

Publisher : Mlndscape 
Issue Reviewed : July 1994 
His cupboard is bare, and sol 
poor Pierre le Chef Is on a tour 
around some exotic locations to 
re-stock his larder. Out to Lunch 
Is a tasty platform patlsserle| 
with sprites that take the bis- 
cuit. And that's no word of a 
pie! 



RUFF 'N' 
TUMBLE 
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Publisher : Renegade 
Issue Reviewed : August 1994 
Cute but curmudgeonly fluff has 
lost his marbles, so that means \ 
mayhem in platformular mode 
for the likes of me *n' thee. This 
game Is like Mlchaelangelo's 
best pencil, because it's right at 
the sharp end of the platform . 
L renaissance. A 



f ...games which ought to be in your collection. Funny thing is 
I though, that the text is an awful lot like it used to in The Emap 
I One. And mroe curiously, the write up for PGA Euro Tour was 
\the same as Cannon Fodder for the past 2 months! Co figure. 




THE 
SETTLERS 

Publisher : Blur Byte 
Issue Reviewed : Dccl99J 
Your typical god game, but this I 
time with a medieval letting for| 
your diminutive charges as they 
build things, do things and keep 
rivals at bay. Try leaving them at 
It all night and see what the lit- 
tle blighters have achieved by 
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Publisher : Renegade 
Issue Reviewed : January 1995 
It's Sensl, Brian, but now It's a 
game of two halves! Tactics, 
transfers and injuries plus That 
Zambian League In full. Then, 
look out! Computer teams head- 
ing the ball and keepers with 
less butter on Ihcir gloves. The 
same, only different or. 



' SHADOW 
FIGHTER 

Publisher : Gremlin 
Issue Reviewed : February 1995 
Umbered BEU-tif katlon from 
Spaghetti Land, where running 
away from the fray Is considered 
'normate'. There are no while 
flags on this baby, though, as 
she crouches Streetflghter-lshly 
in the gloom and snarls: 'La 
. donna e moblie'. Not half f 





Publisher : EA 
Issue Reviewed I October 1994 
Alton Towers, Alton Showers 
more like! Euro Disney, e'ett 
Eurodlsmal! How do I know? 
Because I've licked Theme Park 
right down to the stick and tast- 
ed 51m heaven. What's more, I 
have sniffed the bottom line 
. and It smells lovely. 



SIMON THE 
SORCEROR 

Publisher : AdvenlureSoft 
Issue Reviewed : February 1994 
The Brits at AdventureSoft take 
on the Yankee might of 
LucaiArts and Sierra with this 
humorous graphic adventure — 
and lose. But only |ust. The 
Interface just Isn't as good. The 
puzilei are lough, but don't let 
> that put you off. A 



SKIDMARI 



Publisher : Acid Software 
Issue Reviewed : April 1995 
More Isometric raceware that's a 
bit arse as a one player-game, 
but a real crowd pleaser when, 
two or three are gathered I 
logether for a few laps. The 
Introduction of cows allows us I 
to say that In the beef stakes. 
Skids 2 is a big fat juky rump. 



SUPER 
STARDUST 

Publisher : Bloodhouse 
Issue Reviewed : December 1994 
Super Stardust, then. Or even the 
now-budgetular Stardust are the 
ultimate Asteroids clones. Their 
graphics kiss your eyeball repeat 
edly and whisper, 'Came with me 
Earthllng, and I will show you 
Ihe meaning of pleasure.' 



■ ifil 



UFO 



Publisher : MicroProse 
Issue Reviewed : December 1994 
'Hello Planet Earth' say odd- 
looking blokes with frog-spawn 
guts. 'Eat lead you fiends from 
another world, you', replies 
Porky Pig. Not really. Save thej 
planet, and that takes strategy, 
dosh and whole Ice-cream 



WIZ # N LIZ 

Publisher : Psygnosls 
Issue Reviewed : November 1993 
A game that's so much better 
with two, this cute platformer Is 
transformed when the both of 
you do it. Compete for the col- 
lection of coloured rabbits In a 
magical spill screen race against 
the clock. Now a budgety 
£12.99, by crikey. 



Publisher : Psygnosls 
Issue Reviewed : October 1994 
OK, which arse changed the title 
of this game? The top puizler of | 
'94 was Zonked!, now it s X-IT. 
Apparently, the new title Is a 
clever play on words. Exit — XfT. 
See? I think the people who 
come up with these things are 
i marvellous. 
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LIVERPOOL '95 

THE OFFICIAL YEARBOOK OF 
THE 1994-1995 SEASON 




First 500 orders 
receive a limited-edition 
collectors presentation-case 
free off charge! 

Liverpool Football Club have 
had a superb 1994-'95 season which has 
seen glory return to Anlield In the torm of the 
Coca-Cola Cup. The season also saw The Reds 
lighting lor top honours in the Premiership, and 
by virtue ol their cup win they are now set for a 
return to top-flight European competition. 

Oxford International Publications is proud to 
announce the launch of its 1994-95 Liverpool 



Football Club Yearbook, featuring 
over 150 stunning colour photographs depicting 
the most important and spectacular moments of 
Liverpool Football Club's 1994~'95 season. The 
team's progress through the season is captured 
in month-by-month chapters with concise written 
accounts of the key events and brought to life in 
page after page of vivid imagery. Chapters cover- 
ing Liverpool's star players and a comprehensive 



set of match statistics complete what is the defini- 
tive record of the club's season. 

This large formal book is designed, 

standards, and will appeal to even the 
most discerning supporter. Published 
annually the yearbook will become a 
highly collectable and lasting record of 
the team's future glories. 



ORDER BY CREDIT CARD ON: 

01865 202770 



mm 



BY CHEQUE OR CREDIT CARD FROM: 

Oxford International Publications Ltd, 
16-1 7 Hollybush Row, Oxford, OX1 1JH. 



LIVERPOOL 
1995 




I would like to order the 
Liverpool '95 Yearbook 



J United Kingdom (£19.95) 

J Europe (£24.95} 

J Rest of the world (£29.95) 
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Available from all good bookshops from the end of August 



